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WARNING: PLEASE READ THE ENCLOSED CONSUMER 
INFORMATION AND PRECAUTIONS BOOKLET CAREFULLY BEFORE 
USING YOUR NINTENDO® HARDWARE SYSTEM OR GAME PAK. 


THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT 
SOFTWARE RATING BOARD. FOR INFORMATION ABOUT THE ESRB 
RATING, OR TO COMMENT ABOUT THE APPROPRIATENESS OF 
THE RATING, PLEASE CONTACT THE ESRB AT 1-800-771-3772. 

THIS OFFICIAL SEAL IS YOUR 
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ASSURANCE THAT NINTENDO HAS 


LICENSED BY APPROVED THE QUALITY OF THIS 


PRODUCT. ALWAYS LOOK FOR THIS 
(Nintendo) SEAL WHEN BUYING GAMES AND 
ACCESSORIES TO ENSURE 


COMPLETE COMPATIBILITY. 


Official 


Seal of Quality 


NINTENDO, GAME BOY ALL NINTENDO PRODUCTS ARE 

AND THE OFFICIAL SEALS ARE LICENSED BY SALE FOR USE ONLY 
REGISTERED TRADEMARKS OF WITH OTHER AUTHORIZED PRODUCTS 
NINTENDO OF AMERICA INC. BEARING THE OFFICIAL NINTENDO 


© 1989 NINTENDO OF AMERICA INC. SEAL OF QUALITY. 
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HEROES ARE MADE, NOT BORN 


Welcome to Toy Story, a world where toys come to life when people are not present. 

It’s an imaginative animated fantasy where a unique assortment of toys take on a life 

of their own and become involved in a series of comic misadventures. 

Central to the story is a pull-string cowboy named Woody — 

and his other toy friends. Woody is six-year-old Andy’s favorite toy 

and sits in the coveted place of honor on Andy’s bed. Life for 
Woody is pretty good and it looks like he'll remain the favorite 

toy for years to come. 

That is, until Andy’s birthday party! Birthdays mean 
new toys and new toys mean old toys may be forgotten! 
To be forgotten is one of the biggest fears that all toys 
share. Anxious to see if Andy received any new toys, 


Woody sends in the green army men on a recon mission to find out. Soon they hear 
the news that changes all of their lives as toys — there’s a new toy in town named Buzz 
Lightyear. Buzz is the latest super-powered-karate-chopping-laser-blasting-space-hero- 
action-figure and it looks like he’s an instant favorite 

with Andy! 

This comes as a great shock to Woody, who now must cope with being #2 in 
Andy’s world. His answer is to try to knock Buzz behind the dresser and into obscurity 
by using R. C. Car. Woody’s plan backfires and he unintentionally 
sends Buzz out of Andy’s window and into the real world. The rest 
of the toys see what happens and unite against Woody for 
sending Buzz to certain doom. 

Woody takes it upon himself to rescue Buzz and restore 
peace to the world of Andy’s toys. 


GETTING STARTED 


1. Turn OFF the power switch on your Nintendo™ Game Boy™. Never insert 
or remove a Game Pak when the power is on. 


2. Insert the Toy Story Game Pak into the slot on the Game Boy. To lock the 
Game Pak in place, press firmly 


3. Turn ON the power switch. The Nintendo logo will appear (if you don’t see it, 
begin again at step 1). 


4. When the Toy Story screen appears, press the 
Start Button to proceed. 


TAKE CONTROL, PARTNER! 


You can’t be a hero if you don’t know how to move. Listed below are the buttons you 
will be using to move Woody. They are: The Control Pad, Start Button, Select Button, 
A Button and B Button. 


The general controls for Woody are listed below 
and all special moves or maneuvers are listed 
in the following chapters. 


Control Pad - Use this button to move Woody Control Pad 
around. Press Left or Right to make him walk in 
those directions. Since Woody is such a tall toy, 
you may need to press Down from time to time so 
he can duck under low hazards. 


Select 


Start 


A Button - Press this button to make Woody jump. When Woody is moving hand-over- 
hand (from an overhead pipe, beam or hanging chain), pressing this button will 
make him release his grasp. 


B Button - Press this button to help Woody use his pull-string as a lasso! Woody can 
temporarily tie-up the other toys while he’s trying to make it past them. He can also use 
his pull-string to swing across pitfalls by grabbing hooks. 


SPECIAL NOTE: Sometimes he'll need to perform the swinging maneuver a number 
of times in a row, so you better practice the move until you can almost do it with your 
eyes closed! 


Start Button - Press this button to pause the action of the game. Press it again to resume 
game play. 


THE GAME SCREEN 


¢ Stars - These indicate the number of health points Woody has left. Every time 
Woody takes damage from a hit, he loses one star. When he falls off the screen 
or loses all of his stars, he loses one try. 


° Hats - These indicate how many tries Woody has left in the game. When the last 
hat is lost, the game is over. 


BONUS ITEMS 


Not only can you have the adventure of a lifetime while playing the video game, but 
you can collect cool items while you’re at it! The stuff listed below is spread throughout 
the game (some are pretty easy to find, others...). 


Collect these to earn extra health points, lives and continues 
for Woody. 


you reached this marker. Some levels have more than 
one Continue Flag. In this case you will continue at the last 
flag you reached before you lost that level. 


ROCKY GIBRALTAR 


This toy is based on a former heavy-weight 
wrestler who was known for his massive strength 


in the ring. Rocky comes in handy when Woody 
needs to have something heavy moved. 


R. C. CAR 
This speed demon shows up everywhere, 
R.C. to knock Buzz off the dresser. 


usually just under foot. Woody uses 
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MUTANT TOYS 


Andy’s neighbor Sid has a nasty habit of creating 
warped toys from various parts and pieces of 
several toys. These “Mutant Toys,” although scary 
looking, really mean well. They just had a rotten 


role model. 


You will meet many other characters in your 
search to help Woody rescue Buzz. 


THE TOY STORY WORLD 


There are ten fun-filled levels to Toy Story. Listed in the next few pages are descriptions 
of each of the levels. Use this part of the manual as a guided tour of Woody’s 
adventure! 


ANDY’S ROOM 


LEVEL 1: THAT OLD ARMY GAME : 
Woody must find a way to marshall the troops to perform a daring recon mission to 
discover what's up with Andy’s birthday party. Get the green army men out of the 
room with one of the baby monitors. Woody then has to make it to the other 
baby monitor to listen in. 


LEVEL 2: RED ALERT! 

The troops have returned to notify Woody that Andy is on his way back to his room. 
You have to find a way to get all of the wandering toys back into the big toy box or 
under Andy’s bed before Andy returns to his room. (This level is timed, so you better 
hurry!) After all the toys are in place, Woody has to make it to his spot on the bed. 


SPECIAL NOTE: Woody must release the wandering toys and get them back into the 
toy box in the following order: Hamm, Robot and Rex. 


LEVEL 3: EGO CHECK 

The competition is on! Woody has to keep up with Buzz to prove he’s just as good as 
the laser totin’ loud-guy. Buzz moves rather quickly — you must keep up with him or 
you'll have to try, try again. 


LEVEL 4: REVENGE OF THE TOYS 

With Buzz out of the picture permanently, the toys align against Woody. They saw 
Woody knock Buzz out of the window to a fate worse than being forgotten... 

Now Woody has to make it out of Andy’s room to help Buzz and clear his 

name with the toys. The big problem here, however, is that ALL of the toys 

are angry with him and he now must escape a room full of enraged toys! 


LEVEL 5: RUN REX, RUN! 

This cowboy has never ridden a panic-stricken dinosaur 
before, but if it’s the only way out to help Buzz, well 
then, Woody’s going to give it a go! Look out for low 
flying paratroopers and a really miffed R. C. Car ready 
to take Woody out of action! 


SPECIAL NOTE: When riding Rex, use the Control Pad 


to make him run faster or slower by pressing Right or Left. 


PIZZA PLANET 


LEVEL 6: FOOD & DRINK 

Woody and Buzz must sneak into Pizza Planet the only way two toys can — wrapped 
up in a Mega Gulp cup and a burger container. Avoid getting hit by falling food, and 
remember to duck to avoid low flying paper airplanes. And you thought your room 
was messy... 


LEVEL 7: INSIDE THE CLAW MACHINE 

Buzz climbed into the claw machine and now it’s up to a certain cowboy figure to bail 
him out. Woody discovers the inner workings of the machine are not 

toy-friendly as he dashes from one precarious vantage point to another. 

Be sure to time those jumps well... 


SID’‘S ROOM 


LEVEL 8: SID’‘S WORKBENCH O’HORRORS 

If you thought the claw machine was tough, wait till you see what Sid has in store for 
Woody! Dodge all the booby traps and hidden horrors lurking about this sinister room 
and by all means, KEEP MOVING! 


LEVEL 9: BATTLE OF THE MUTANT TOYS 
One of Sid’s devious little hobbies is to take parts from one perfectly good toy and 
use them to create a terrible new scary creation. These Mutant Toys strike fear into 
the heart of Woody and our cowboy hero must use Buzz’s karate-chop action to 
defend himself. What's a normal toy to do? 


LEVEL 10: ROCKET MAN 

The final stage involves some pretty tricky flying (courtesy of Buzz Lightyear), and some 
daredevil maneuvering! Try to find the best spot you can to land Woody and Buzz. 

If nothing else, these two heroes may have finally learned to get along with each other. 


THE MAKING OF WOODY 


Pixar, the Northern California-based production company and Walt 
Disney Feature Animation have combined forces to create the first full-length 3-D 
computer generated animated feature, Toy Story. You may have seen the film by 
now, but what you may not have heard is how this pioneering event has hit the video 
game arena as well! 

Traveller's Tales, Disney Interactive and Pixar, have collaborated on the 
title you have in your hands, Toy Story — the video game. In fact, the models used in 
this game were taken directly from the same sources as those used in the film. When 
you play Woody in the video game, you really get the feeling that you are Woody, 
not just something similar to the character you remember in the film. 

The process for creating Woody for this video game is identical to the way 
he was built for the film. Artists start by making a “wireframe” of the character. This is 
how the computer initially sees the image. Once the image is approved, the artist uses 


the wireframe to create a Rough “Polly” (or Polygon), of the character. This is where 
the areas between the wires are initially filled in. If something doesn’t look right with 
the character, the artist usually can see it at this stage. 

Highlights are added to the model at this point. This shows how light is 
reflected off the surface of the character as well as the specific parts of the character 
that are affected by small lighting changes. The next step is to add the final texture 
maps to the character. Everything seen in the game has its own texture, from 
Woody’s flannel shirt to Buzz’s helmet. . : 

As you discover Woody’s adventures in this * ~ be 
game, you will relive some of the funniest and most 
daring moments from the film. This time, however, you 
control the outcome. While the story and goals remain 
true to the movie, it’s up to you to pull Woody’s string 
and make him the true cowboy hero he was meant to be! 


Correctly insert the Game Boy Game Pak 
into the Super Game Boy. Next, insert the 
Super Game Boy into the Super NES and 
move the power switch on the Super NES to 


the ON position. 


For further operation information, please 
consult your Super Game Boy and Super NES 


instruction booklets. 


Game play on the Super NES using 
the Super Game Boy adapter. 
Both sold separately. 


This Game Pak has been specially designed to allow enhanced graphics when using 
the Super Game Boy. Game controls have been pre-set so that the 
* © A,B, Start and Select Buttons on your Super NES Controller 
correspond to the same controls on the Game Boy. If you want to 
change the controller settings or the colors set for this game, consult 
we your Super Game Boy instruction booklet. 
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TOY STORY 
GAME BOY CREDITS 


DISNEY INTERACTIVE 


PRODUCER 
Matthew Engle 


PROJECT MANAGER 
Chip Vollers 


SOFTWARE PRODUCTION ADMINISTRATOR 
James Mellott 


PRODUCT EVALUATION SUPERVISOR 
Jeffrey W. Blattner 


LEAD TESTER 
Kevin Cope 
Brian Larkin 


TESTERS 


Roger Bray Jocelyn Pastrana 
Karl Drown Marcus Pregent 

Jerry Gillett Hugo Stevenson 
Ronny Louie 


ORIGINAL TOY STORY MUSIC AND SCORE 
“You've Got A Friend In Me” 
and “Strange Things” 
MUSIC AND LYRICS 
Randy Newman 
© 1995 The Walt Disney Company. 
All rights reserved. Used by permission. 


ORIGINAL MUSIC BASED 
ON SCORE BY 
Andy Blythe 


Marten Joustra 


MUSIC AND AUDIO ~] 
ENGINEERING BY 
Patrick Collins P 


PACKAGE and MANUAL DESIGN Suey 
Katherine Lee, Beeline Group, Inc 


LIMITED WARRANTY 


BLACK PEARL SOFTWARE warrants to the original consumer purchaser that this Game Pak shall be free from defects in material and workmanship for a period of 90 days 
from the date of purchase. If a defect covered by this warranty occurs during this 90-day warranty period, BLACK PEARL SOFTWARE will repair or replace the Game Pak, at 
its option, free of charge. To receive this warranty service: 


1. DO NOT return your defective Game Pak to the retailer. 


2. Notify the BLACK PEARL SOFTWARE Consumer Service Department of the problem requiring warranty service by calling: (818) 591-1310. Our Consumer Service 
Department is in operation from 9:00 a.m. to 5:00 p.m. Pacific Standard Time, Monday through Friday. 


3. If the BLACK PEARL SOFTWARE service technician is unable to solve the problem by phone, he will provide you with a Return Authorization number. Simply record this 
number on the outside packaging of your defective Game Pak, and return your Game Pak freight prepaid, at your risk of damage, together with your sales slip or similar 
proof-of-purchase within the 90-day warranty period to: 


BLACK PEARL SOFTWARE Consumer Service Department, 5016 N. Parkway Calabasas, Suite 100, Calabasas, (A 91302 


This warranty shall not apply if this product: (a) is used with products not sold or licensed by Nintendo (including, but not limited to, non-licensed game enhancement 
devices, adapters, and power supply devices); (b) is used for commercial purposes (including rental) or is modified or tampered with; (c) is damaged by negligence, 
accident, unreasonable use, or by other causes unrelated to defective materials or workmanship; or (d) has had the serial number altered, defaced, or removed. 


REPAIRS AFTER EXPIRATION OF WARRANTY: If the Game Pak develops a problem after the 90 day warranty period, you may contact the BLACK PEARL SOFTWARE Consumer Service Department at the phone 
number noted. If the BLACK PEARL SOFTWARE service technician is unable to solve the problem by phone, he/she may provide you with a Return Authorization number. You may then record this number on the 
outside packaging of the defective Game Pak. Send the defective Game Pak, along with $10.00, freight prepaid to BLACK PEARL SOFTWARE. If replacement Game Paks are not available, the defective Game Pak 
will be returned and the $10.00 payment refundable. 


WARRANTY LIMITATIONS: ANY. APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE ARE HEREBY 
LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL BLACK PEARL SOFTWARE BE 
LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. 


WARNING: Copying of this game is illegal and is prohibited by domestic and international copyright laws. Back-up or archival copies are not authorized and are not 
necessary to protect your software. This manual and other printed matter accompanying this game are also protected by domestic and 
international copyright laws. 


The provisions of this warranty are valid in the United States only. Some states do not allow limitations on how long an implied warranty lasts or 
exclusion of consequential or incidental damages, so the above limitations and exclusion may not apply to you. This warranty gives you specific 
legal rights, and you may also have other rights which vary from state to state. 


BLACK PEARL SOFTWARE c/o TeHQ, Inc., 5016 N. Parkway Calabasas, Suite 100, Calabasas, CA 91302. (818) 591-1310. 
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Black Pearl Software c/o THQ, Inc. 
5016 N. Parkway Calabasas, Suite 100 
Calabasas, CA 91302 


© The Walt Disney Company. Mr. Potato Head? is a registered trademark of Hasbro, Inc. Used with 
Permission. The Etch A Sketch® product name and the configuration of Etch A Sketch product are 
registered trademarks owned by the Ohio Art Company. Black Pearl Software is a trademark of 
THQ, Inc. © 1996 T#HQ, Inc. 


Printed in Japan 


